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KIDS TO ADULTS I 







AGES 6+ 



LICENSED BY SEGA ENTERPRISES, LTDj FOR 
PLAY ON THE SEGA" GENESIS 32X' SYSTEM. 




This official seal is your assurance that this product meets the 
highest quality standards of SEGA". Buy games and accessories 
with this seal to be sure that they are compatible with the 
SEGA" GENESIS ■ SYSTEM combined with GENESIS 32X'"'. 

HANDLING YOUR CARTRIDGE 

• The Sega Genesis 32X Cartridge is intended for use exclusively 
with the Sega" Genesis "' and Genesis 32X ' System. 

• Do not bend it, crush it, or submerge it in liquids. 

• Do not leave it in direct sunlight or near a radiator or other 
source of heat. 

• Be sure to take an occasional recess during extended play, 
to rest yourself and the Sega Cartridge. 

Warning to owners of projection televisions: Still pictures or images 
may cause permanent picture-tube damage or mark the phosphor 
of the CRT. Avoid repeated or extended use of video games on 
large-screen projection televisions. 

WARNING: READ BEFORE USING YOUR 
SEGA VIDEO GAME SYSTEM. 

A very small percentage of individuals may experience 
epileptic seizures when exposed to certain light patterns or 
flashing lights. Exposure to certain patterns or backgrounds 
on a television screen or while playing video games may 
induce an epileptic seizure in these individuals. Certain con- 
ditions may induce undetected epileptic symptoms even in 
persons who have no history of prior seizures or epilepsy. If 
you, or anyone in your family, has an epileptic condition, con- 
sult your physician prior to playing. If you experience any of 
the following symptoms while playing a video game - dizzi- 
ness, altered vision, eye or muscle twitches, toss of aware- 
ness, disorientation, any involuntary movement, or convul- 
sions- IMMEDIATELY discontinue use and consult your 
physician before resuming play. 

THIS PRODUCT HAS BEEN RATED BY THE ENTERTAINMENT SOFTWARE 
RATING BOARD. FOR INFORMATION ABOUT THE ESRB RATING, OR TO 
COMMENT ABOUT THE APPROPRIATENESS OF THE RATING, PLEASE 
CONTACT THE ESRB AT 1 -800-771 -3772. 
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Do you like your vn«stling wild and furious? Are you pr^iar«d to 
experience Ihe most realistic mat action ever? Are you ready for the 
next generation lit profesnonal wrestling excitement? Ilien you're 
ready for W RAW" ! 

All the greatest superstars of the World WresHing Federation^'s New 
Generation of wresUers are here, from The Heartbreak Kid Shawn 
Michaels'and the awesome T-footer Big Daddy Cool Diesel" to the 
Bad Guy Razor Ramon" and the Excdileiice of Execuhoii Bret the 
"Hit Man" Hart™! 

You can battle in one-on-one or tag team action, wage war in a wild 
six^l^^iMe handicap bout, take part in a brutal Royal Rumble'', 

I ji^^e in|he four-on-four fury of the Survivor Series'^, or play your 

;of«l^ng(^^Or tag team tournament action! 

Jo matter how you play, "W- RAIAT" provides, the grittiest actkm 
j^er! SatUe in and out of the ring! Unleash spectacular aerial 
tnaneuvra^l And add a series of IncrediUeMegaMoves to your 




JK's the vvilde^ wrestling action you've ev«-seen! It's a New 
lieneratiim injure vmestling excitement! 'It's all-new, all-action, 
all-raw! It's WBAftr"! ^ 



THE 



BELL 



: LOADING: 

1.SetuptheSEGA'"GENESKS.32)r ™^ 

as described in its instructiim mariuai, 
* 2. Plug a Sega" ciHitroller into 
I % f linfirol po|t t oh the Sega" GenesisT. 
; r^Id^lay a^o-player game, plug a second 
:;L;(»Mi«n^j^^to'|Mrt 2. If you'd like to play a team game, you will 
l!;lMiB»jf^^(^er" MuHi-Player Adaptor (sold separately). 
'Co^ec|f# left cable of the Team Player" to ContrdI Port 1 of 
; $lga -Genesis". You inay ttien connect up to four 
Bsis" Control Pads tai the Team Flayer", 
sure the power swHcIt 1$ OFF. ; 





4. Ins^ yoia- Sega'~Genesis 32X^ W^ RAW" Game Carbldge into 
the cartridge slot and press it down firmly. , - z> 

5. Turn the power switch ON. When you see the game title 
screen, press the START BUTTON. 






With ^^ RAW", you have dozens of ways to.Rlay! Compete In 
singles or tag team action, RAWT Endurance matches, floyal 
Rumble^ or Survivor Series'^ bouts^'or tournament play! After 
loading your game cartridge and pressing the START BUTTIIN, you 
will see the first of several sidectHm screens. Press the D-BUTTQH 
to highlight your choice on each screen. Press the C BUTTON to 
selecL You can go back to a screen by pressing the A BUTTON. 
^^ RAW'", senses how many contrdllei^ are plugged into your 
Sega"" G^iesis'". If you wish to add inore, do so, then press reset 

• CHOOSE TNrNUMBER OF PLAYERS YOU WANT 
Choose from one to four players. ... ., 

• CHOOSE THE TYPE OF MATCH YOU WANT: i j 
(a) ONE-ON-OHE (either one-fall, brawl, _ 

or tournament format) - :< 

(li)TAG.TEAM (either one-fall, brawl, " ^ 

or tournament fwmat) 
(c)BEDLlllVi (either one-fall, brawl, 

or tournament format) 
(d)SURUIVORSERIES«: 

(e) ROYAL RUMBLE^ 

(f) RAW ENDURANCE MATCH 

(g) REMATCH 

• CHOUSE THE DIFFICULTY LEVEL AT WHICH YOU WAHT TO PLAY 
(on a 1 to 1 scale, with 1 being the hardest) 

• CHOOSE WHETHER YOU WANT TO SELECT YOUR OPPONENTS 
OR HAVE THE COMPUTER CHOOSE THEM. , 





•CHOOSE WRESTLERS iT;:: ' ! = = 

Press l£FT or RIGHT on the D-BUTTON to Woil through all 12 * < ' 
wrestlers. I^ess the A EHJTTON to get to the attrOwtes screen, , 
wfiich displays a given wrestler's Speed, Strength^ 
Stamina and Weight. . , ,. ^Jam.. 

Press the B BUTTON to retiinlto the i^Oiiis screen, or the ^^"l 




C BUTTON to select a wrestler. Once you've selected your - 
wrestler{s), you may change any wrestler by pressing the 
B BinrON. Pre^ the G BITTItlN to start wrestling. 




Just as every vvresfln In Ihe W, is different, so is every wrestling 
game. Only W iUHAT brings each individual wrestler's true 
attributes to life, makirig this th« rawest most realistic vvresUing 
around! RAW" takes into account the most imrtortant asfpects of a 
wrestler's ring abilities, so you can be ^sure that all the action is as 
close to r^l as can be! 

While sheeting a wresfler, i;ress the A BiriTON to see his or her 
atta-ibutes screen. Eadi vw^gr is rated on Speed, Sb«ngfll, 
Stamina ^d Weight using a 1 to 10 scale, with 10 being the high- 
.^il^'pistler's unique combination of attributes reflects his or 
'tiCK^degree of both mental and phy»cal toughness, affecting his or 
Iter wrestling style and strategies. 
* IPG^ det^ihines how quickly the wrestler can maneuver. 
.STRENGTH measures a wrestieHs overall might, an important 
jrndicafair.of d given grappler's power vidten punching, kicking or 
T^oinil power moves. 

Height is ^M#)r fhft can affect the damage done by landing 
on an oppoAieint vj^M^executing moves such as the elbowdrop or 
splash. A hdgh wej^li^ jgiill also prevart some vinrestlers from ' 
havin^certain sfireifiiUi-requiring moves done to tiiem. 

^STARfllNi^i^ you knff^:i|ibw mucdi juice this^wresUer has. High 
stamina Cleans a wres^'will recover energy quickly. 
In W RAW,™ hou^weiilaiQniiiites are only part of ttie equation. 
Once the adrenalin s4rt^ffoviring and a wresOer gains momentum, 
he's capable of moves that the nuinb«^ say shouldn't be possible. 
This means, for example, that aHhough a given unrestier may start 

';a E6|fdl|UHtt| inferior sb-ength, he or she will berome more able to 

laUmJi^ler Inttal ^se if he or she has the ^ility to punish his 
„ , amrt^ftrai. To view each wrestler's attaributes see 
; on pages 13r24. ^ 





ROLES FO 
WRESJllflKjRm 



: A ONE-ON-ONE one-fall bout finds two grapplers competiiig to pin ,. 
ttie other's shoulders to the canvas fot a ttiree-count by the refer- 
ee. Before a wrestler can be pinn«i, though, he or she has to be 
worn down. Strength meters for each wresHer ajipear on screen 
depicting exactiy how much strength he or she has left. Thelower 
the energy levdl, the better yoUr Chances at phming that opponent. 
Remember: ;These are the world's greatest athletes, so tttat's a job 
easier said than done! When wresUiiig outside!the ring, allmoves 
are legal. As soon as a wrestier Jeatfes tlie ring, the referee tegins 
a IjO - count A wrestler will he coimted out if he or she fails to 
return to the ring before the count reaches 1 0. Wrestlers cannot 
be irinned outsule the ring. 



ENERGY LEVEL 




BRAWL matches, whetber on^-oh-One, Iwdlam or tag team, are 
vicious matches without a referee. Anything goes, from eye 
gouges to chokeholds. There are no pins and no disqualifications, 
only the will to win and tlie wiles to do so! The match continues 
until one competitor loses the strengfli to carry on. 
TOURHAMEHT play pits one wrestia' against all the others < 
in your i^oice of one-fall or teg team tuimaments.:ln a tag tean^ 
tournament, your duo must triumph oi^five otherteams. The 





makeup of opposing teams and the order iniwhich you face them 
is random.: : : ^ = : 

TAG TEAM matches make for plenty of RAW actionl in orderlor 
one team to win a match, one of the wrestlers of the opposing 
team must be pinned. When tlie strength of your wresUer is low, 
it's time to tag your teammate, who will come in to replace you. 
Pressing the B BUnON will tag your "illegal" tag team member 
outside theringi mal<dng,liim legal and allowinti him to come in 
and fight the opposing wfesder. After your tag teammate enters 
the ring, you have until the ref counts 10 to leave. The player out- 
side the ring is able to hit or grab an opponent inside the ring. If 
that wrestler returns to the ring illegally, he or she will be subject 
toalO-count 

BEDLAM equals a thundercws thumping as you and a chosen 
teammate try to outwit and diAwreistle two opposing wr^lers In 
a.match that only ends wheii both of the opposing wrestlers have 
b^ pinned or counted put. When one wrestler Is pinned, he or 
she leaves the ring, so for at least some of the match there will 
bejf b|Utal two-on-one situation! Once a player is counted out or 
r she leaves the ring and is now cmsidered illegal. 

Series* matehes pit tour wrestlers against four other 
t^rapplers in a grueling contest of expanded tag team action. All 
'four mra op one team must be eliminated in order to become the 
jsutvivor Series^ champion! To switch which of your teammates 
outside the ring you want to bring in next, press ttie A and C BITT- 
tONSCorX + ZBUTTONS). 

AOYAL RUMEH^^-rules are for wrestlers who reially like it RAIAT! 
'Hie niaiyh^ii^ wtth^two cmnpefitors in the ring. WresHers 
* enter the rih^ at regdl^jntervals until there are six wrestlers 
be^Neen the ropesi fflffliftn one wrestler is eliminated from the 
li^d^'bir being thrown iiut of the ring, a new vvresHer enters 
uhtil^iMZ iften have CpQipeted in the bout! If your virrestler is 
elimina^; you maylelliGt to come in again as the next wfrestler 
by pres»ng any butfd|i iMtien you hear the bell ring. The match 
continues until on^0ite.Srappler remains in the ring! 
RAVir ENDURANdi^natche^meaa mayhem! You can use up to 
six wrestlers against as many as six determined opponents in 
^0ueling„^i:i6s of one-on-one contests Uiat are waged to a 
^Qil^HinitK When^ne wrestler is pinned, the next member of 
: iiiSt^iii eteriimniediately, giving the, winner no recovery 
time. The last warrior standing imiis! Can you outlast this: 
outrageous onslaught? ' »■.; J I'ih"--* 
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REMATCH 

If you'd like another go at the opponent(s) you just faced, you're 
entitled to a rematch, regardless of tti^outcome of the previous 
bout. This is a handy way to study a particular wrestler's style of' 
attack and to wreak sweet revenge for any disrespectful abuse! 

PASS •: ' -\ ' ^y\ , "' _ - !,:| 

When selecting wrestlers for a multi-playerinatch, PASS is the : r ; 
opHon to choose if you're really ready to do it RAW"! Selecting. ; 
Pass when it% time to choose your 2nd through Bth wrestlers ; 
forgoes all further choices, giving you the chance to prove your 
wrestling skill using a smaller team. Thus, using the Pass feataire 
alhiws you to fight one-on-two, fwp-on-f our, even ^x-on-one, pit- 
ting your brave grapplers against a larg», meaner squad. 




Here are the essential ba»cs you need to get started: 
(Controls for 6-button arcade pad appear In parentheses.) 

To move around ttie ring, p^^ 

UP, DOWN, LEFT or RIGHT on 

the D-BITTTON. 

To RUN across file ring, press the 

ABUTTON. 

To PUNCH your opponent, press tiie 

B BUTTUH. 

To KICK your opponent, press the C 
] » BUnON. 

To trap your opponent in a lock up, press BUTTONS B and C 

(Z BirnON) while close to your opponent. While in a lock up, 

a meter di^laying advantage will appear above your head. 
Pressing any butkin repeatedly will increase your advantage ancV 
hoice, ymir ability hi execute offensive moves. 
To TAG a teammate, move next to your teammate and 
press the B BUTTON. 
To lock up your opponent in a SLEEPERHQLD, walk 







LOCK UP 

(WHEN CLOSE 

TO OPPONENT) 

(Z BUTTON) 

behind and slightly above ]^our opponent and press 

the B and C BUTTUHS (Z BimDN). 

You can DROPKICK yiiur standing oppor 

nent Ay first running at him. (pr^s Hie, 

A BUTTON), ttien pressing tfie ^ *' 

BBUTTON. ," I 

If .opponent is running ^ j/oa, .you can 

droRkick him by pressing the C BUTTON. 

To POVtfERSLAM ymir opponent and win 

Uie lock ji|j, . press the B and 

CBUnpi*S0^B(mON). 

You can deliver a FLYING ELBOWDROP to yourfallen opponent 

by first running at him (press the A BUTTON), then pressing the 

BBUnON. 

;|p PICK UP a faiien opponent, press Ute B and C BUTTONS 

«^ BUTTON) when standing near his or her head. 

To exit the ring, use the D-BUTTON to move yoiirman into the front 

or side H)pes aiid press the A BUTTON. 

To sviritch player qpntrol with your CPU controlled teammate, 

press the A, B mil CBUTTONS togeUier (C -i- Z BUHOHS together). 

When tjiese are pressed, you will immediately.coirtrol another 

member of ^ur team^rid the computer will take control of 

your ifiait-The ring b^|i:wil! sound, tv Indicate that the switch 

.has been made. niT'l'-ii' ■ . " • 
To pause ttieactio|^^ii^theSTARtBUrTOH.= < 

/W07B Pres^ng 0e ^T/UttBinWN again wiilresunK the action. 
Pressor the A,. S, and C BUTTONS will cause you to exit the match 
and return pftbe'Wie screen.] ."' 

Iff l^pert B running at you, pressfngibe B BUTTON will execute a 

Ml^T^ 1^ pAqK BOpYDROP, depoiding «t whkdi wresUer you are. 

IpmiCHrt is lying IH1 the mat and you're ' '■■ : 

"Ive Ave options: \/ '• S. . ]^i _ ■-:-'«- ', 

your <qiponent by pressing flffi C BUTTON while 
r# in from of your o||pohent 







2) SPLASH your opponent by pressing the B BUTTON while you're 
behind your opponem. 
3)ELBpWDR0Pyi^[qiponem by 
pressing the B BUTfdH/, ^. t 

urtiile you're in front of your opponent 

4) KNEEDROP your olippnent by v- 
pressing Uie C BUrrON^ v^e you're 
behind your ivponertf^' ^; = p,^ 

5) Try to PIN your opponent by prf^g 
the B and C BUTTONS (Z BUnD|IK^ . ^ 
When behind a staggered: opiraneilt, <l 
1 -2-3 Kid*, Doink", Bret the."Hit Wfan"i 
Hart™, Owen Hart", and Luna Vachotf! 
may engage him or her in a'^CH0OL§QY 
P|H by pressing -^ ' 
the B and C BUTTONS (Z BUnOfl). 
Larger wresUers enjoy maldng their 
smaim foes cry "Uncle" with a SHOW- 
BOAT PIN by pressing the B AND 
BUTTONS (Z BUTTON). ,^ ■ 






To deliver a FLYING SMASH from the 

tiunbuckle, first move your man into 

a comer, then press UP on the 

D-BUTTON to climb to the top tombuckle. 

Once you've clunbed to the top, press 

the A, B or C BUTTONS (Z BUHON) to 

unleash a FLYING SMASH! ptOTE: To 

dimb back down from the tumbuckle, press DOWN on the O-BtfT- 

TOH.J 

To ttirow your opponem into the tumbuckle, win Uie kidc up 

using the A BUTTON near the top.of the ring. Once they are on the 

tumbuckle, you can throw a running elbow imo an opponent by 

pressing ttie A BUnOH and running into them: To 

pummel Uieni mercilessly, cliinb Hie tombuckle 

and pressthe B BUTTON to pundi repeatedly. 








Sometimes, the best offense is a good defense: 

If you find yourself losing a lock up, press tfie C BUTTON to try to 
break your way out of the lock up. 

If your opponent istiliarglng at you wbile 
you're simply standing In the ring, press 
the C BirnON to thAiw a ciropkick. 

If your opponent has trapped ^du in 
a comerand is pounding on^;bv ... 
to escape by presfu'ng any buflon 
repeatedly. 

H your opponent drops^ydu to the mat ^ 

with his offensive attack," press UP or DOWN on the D-BUTTON to 

roll dlit ^ the way. 

in^WMt^ng pinned, press any button to try to kick out I 

iH kunned, V^ any button to regain your wits. 



ILlBGikt 



llurfng a brawl, outside the ring, or w4ten Hie referee Is knocked 
'Out, anytbing^es! Eye gouges and cfnkeboids are routine, as well 
"as smashing signsipjial^, budcets and fii^^aid kits over your 
opiHuijents' skultei • ;; * ^ , • 

To^ |n(^ ll]i OE piit cfown ^e ^ RAW" sign, the chair, the budcet 
or the fi|^^ aid kit, P^ Uffi B and C BUTTONS (Z BUTTON). 

To execute an OVERH^!SlVUSH with the sign or the chair, press 
the C BUTTON. To exESuteari OVERHEAD SMASH with the first aid kit 
or the bucket, pres^ttie 4 or C BlfTTOHS (X or Y BUTTONS). 

To do a JAB witting sign or the f^alr, press the A w 
B BUTTONS ptOrY BUTTONS). To do a 
SiDESfIpE liuith the first aid kit or the 
\ buclcf|,3|res^,Miefi BUTTON. 

our opponent's . 
intii it by winning the 
iOdk up with the 

ABunoN. 







To EYE GOUGE your opinnent, |»ress the 
A and B BUnONS (Y BUHON). 

To administer a TAG ROPE CHOKE to an 
opponent who is d umped in a^come^ . 
press UP on the D-BbnON'and the fe,-^* 
BUTTON while you're stijl in tfie riii§ a"^ 
the ref is knocked out. ,' >\ ..^ c^ 

To grip your opponent In a cfibk^ld, pre^ihe Aand 
B BUTTONS (V BUTTON). 





SPECIAL MOVES 

, Eac^ wrestler has indhridual signature 
moves that they use to stunning effect 
on their opponents. These are situational 
specialties that each wrestler has per- 
fected. These are often used as finishing 
moves, the coup de grace they happily 
administer to their weakened prey. See 
page 25 to learn each wrestler's cruel maneuvnr! 

MEGAMOVES! 

Wrestling action this raw requires a new generation of moves and 
mananrers, so ^^ RAW" wresUers have developed an all-new 
series of unique MegaMoves! To administH' each wrestler's 
outrageous assault, turn to page 26. 




•In tag team, Royal Riimbie'', antf Survivor Series" bouts, beware 
of being double-teamed by your iHHionenlte~and ke^ an extra- . 
dose eye on your power meter! 

•Try muting up your attack to confuse your opponent! Blend run- 
ning maneuvers and sure-footed offensive moves! When lie Blinks 
you're going to k^p it on the ground, go to the 
air! And vuhen he least «xpei^ It, unlea^^your 

MegaMqvel: ,^ _^ ;.,; :••■* *- 








1-2-3 KID'" is the lightest competitor 

in the Worid Wrestling I^HleratiDn^, but don't 

let tliat fool you. . .tliis 6', 21 Z-pwinder is 

incredibly agile.ahd daring... Prides himself on 

having scored upset victories over many top 

* opponents... Has repertoire which blends 

technical precision with blinding speed... 

A master of faindreds of uiilque maneuvers. His 

V"-"l best known and niost feared move 

is ttie Moonsault 



YOU COHTRDL 
OPPOKEHT 
IH LOCK UP 



OPPONENT 
C0FITRDL5 
YOU IN 
LOCK UP 



YOU'RE 

STAHDING, 
DPPaNENI 
IS DOWN 



YOU'RE 
STBNOING, 
OPPONENT 
IS RUNNING 



YOU'RE 
RUNNING, 
OPPONENT 
IS STANDING/ 
OOWN 



TRY TO 

£AIN 

CONTROL 



B.BQWDROP/ 
SPLASH 



HIP 
TOSS 



DROPKICK/ 
ELBOWDROP 



STOMP/ 
KNEHDROP 



SUPLEXTO 
PILEDRIUER/ 
POWERSLjIM 



TPYTO 

GAIN 

CONTROL 



PIN OR 
PULL UP 
OPPONBJT 



eOOTTO 
FACE 



THROW 
INTO ROPES 

Oft INTO/ 
OUT OF RING 



TRY TO 

GAIN 

CONTHOL 



ATOMIC 

OROP OR 

THROW 

OUT OF RING 



TRY TO 

GAIN 

CONTROL 



ROLL OFF 

(ONLYWKEN 

P[NNING) 



CHOISHOLD 
(ILLEGAL) 



DOUBLE ARM 
BACKBREAKEFl 



THY TO 

GAIN 

CONTROL 



ROLL OFF 

(ONLr WHEN 

PINNING) 




ATTRIBUTES: 

Speed 10 

Strength .4 

Stamina 8 

Weight .4 



BAM BAM BIGELOW~ i$ a frightening sight, 
with his bald head tattooed with flames! . . . 
Stands 6'4" and weighs 360 pounds. . . 
'Riough large, is incredibly agile. .> Favors 
an aerial attack, a remarkable rarity for . 
such a big man. .. Opponents must 
beware of his infamous headbutt 
off the top rope. .. Before entering 
professional wrestling, served 
asabounty hunter... 
Is often accompanied to ttie 
ring by flie bizarre Luna ^ 

Vacfioii'". •'tM 



mm ron 




AHRIBUTES: 

Speed .6 

Strength .6 

Stamma 6 

Weight 8 



DIESEL'^ the reigning Worid Wrestling 

Federation°champion...The tallest competitor 

in the World WresUing Federation^— stands 

nearly seven feet tall!. . .Quiet and intense, this 

mauler is as methodical as they 

come... Formerly served as a bodyguard 

to Shawn MichaelsT.. Is.a former 

World Wrestling Federation" 

IntercontinHital Champion and 

Tag Team Champion.. .His 

devastating Jacknife has 

derailed the careers of dozens of 

unfortunate victims. 



DOiHfT may look like ^ clown, but his ' 
opponents know be doe^t fool around 
Inside the ring...Tlw 6', 243-pounder 
tikes to taunt his opponents by soaking 
ttism with buckets of water. . .his history 
Is largely unknown, but he appears to 
have an accomplished athletic back- 
ground... Is often accompanied in 
the ring by Dink, a midget clown 
wearing similar face paint.. .When 
DoJnk treats bis compethion to tlie 
Whoopee Cushion, it's no 
laughing matter. 

[DCD 



BOTH 

WRESTliRS 

STANDING 


I'iJWWlfiG 
TEAMMATE 


KICK 


LOCK UP/ PICK 
UP OR PUT DOWN 
RING CHAIR (OUT- 
SIDE RING 0»LV] 


RUN 


EYE GOUGE 
(ILLEGAL! 


C»<DKEHOL0 
(ILLEGAL) 


YOU CONTROL 
OPPONENT 


RAGOOLL 


DDT 


VERTICAL 

SUPLEX/ 

POWERSLAM 


THROW IKTO 
ROPES OR 


ATOMIC 
DROP OB 


DOUBLE ARht 
BACKBREAKER 








OF RING 


COT OF RING 


OPPONENT 
CONTROLS 
YOU IN 
LOCK UP 


TKVTO 

GAIN 

CONTROL 


BUST OUT 


TRY TO 

QAIN 

CONTROL 


TRY TO 

GAIN 

CONTROL 


TRY TO 
GAJN 
CONTROL . 


TTIVTO 

GAIN 

CONTROL 


YOU'RE 
STANOtNG, 
OPPONENT 
IS DOWN 


ELBOWDROP/ 
SHJiaf 


STOMP/ 
KNEEDROP 


PIN OR 

puaup 

OPPONENT 


RUN 


HOUOFF 

<(ONLY WHEN 

PINNING) 


ROaOFF 

(ONLY WHEN 

PINNINGI 


YOU'RE 
STANDING, 
OPPONENT 
IS RUNNING 


BACK 
BODYDRDP 


ORDPKICK 


CLOTHESUNE 


RUN 






YOU'RE 
RUNNING, 
OPPONENT 
IS STANDING/ 
DOM 


dropkick; 
elboworop 






RUN 






Speed . 
Strength 
Stamina 
Weight . 


ATTR 


IBUTES: 


5 

.6 

.fi 


^mm, ggn 


W"'^ ^'^ 


f 








.9 



YOU COHTROL 
OPPONENT 

IN LOCK UP 



OPPONENT 
COHIROLS 
YDUIN 
LOCK UP 



YOU'RE 
STANDING, 
OPPOKEHT 
IS DOWN 



YOU'RE 
STANDING, 
OPPONENT 
IS RUNNING 



YOU'RE 
RUNNING, 
OPPONDIT 
IS STANDING/ 
DOWN 



PUNCH/TAG 
TEAMMATE 



TRYTD 

GAIN 

CONTROL 



ELROWDROP/ 
SPLASH 



DROPKICK/ 
ELBOWDHOP 



STOMP/ 
KNEEDROP 



VEflTICAL 

SUPl£X/ 

POWERSLAM 



TRY TO 

GAIN 

CONTROL 



PIN OR 
PULL UP 
OPPONENT 



BOOT TO 
FACE 



THROW INTO 
ROPES OR 
INTO/ OUT 
OF RING 



THTTO 

GAIN 

CONIHOL 



EVE GOUGE 
(ILLEGAL) 



ATOMIC 

DROP OR 

THROW 

OUT OF RING 



TRYTD 

GAIN 

CONTROL 



ROLL OFF 

(ONLY WHEN 

PINNINGI 



CHOKEHCLJ) 
(ILLEGAL) 



DOUBLE ARM 
BACKBREAKER 



TRYTD 

GAIN 

CONTROL 



ROLL OFF 

(ONLY WHEN 

PINNING) 



ATTRIBUTES: 

Speed 8 

Strength 5 

Stamina .7 

Weight .6 



BRET the "Hit Man" HART' Is 
nowedged worldiAri(fe as rnie of tiie 
''greatest technicians the sport has ever 
known.. .Though relaSvely small at 6' and 
234 pounds, this Calgary, Alberta, Canada 
native has two Federation TiUes to his 
credit... Has also held the World Wrestling 
Federation- Intercontinental and Tag 
Team "ntles... His "Sharpshooter" leg- 
lock highlights his "excellence of 
leg-lock execution" ring style. 



PUNCH/TAG 
TEAMhUTE 



TRY TO 

GAIN 

CONIHOL 



YOU'RE 
STAHDIMG, 
OPPOHEHI 
IS DOWN 



ELBOWDROP; 
SPLASH 



STOMP/ 
KNEEDROP 



YOU'RE 
STANDING, 
OPPONENT 
IS RUNNING 



DROPKICK/ 
ELSOWDRQP 




SUPLEX 

TOPILEDRIVEH/ 

POWERStAU 



TRY TO 

GAIN 

CONTROL 



PIUOR 
PULL UP 
OPPONENT 



CLDTHESLIffi 



TRY TO 

CAIN 

CONTROL 



EYE GOUGE 
{lUEGAl) 



ATOMIC 

DROP OR 

THROW 

OUT OF RING 



TRY TO 

BAIN 

CONTROL 



ftOLL OFF 

(ONLY WHEN 

PINNING) 



CHDf^HOLD 
(ILLEGAL) 



DOUBLE ARM 
BACKBREAKER 



TRYTD 

GAIN 

CONinOL 



ROLL OFF 

(ONLY WHEN 

PINNINGI 



AHRIBUTES: 

Speed .8 

Strength 5 

Stamina 8 

Weight 5 




OWEN HART' is the broUier of two-time 
^^ Federation champ Bret Harf" At 
5'1 1 ", 227 pounds, is physically »milar 
to the "Hit Man"...'nieir sibling rivalry 
runs deep. . .Possesses an exten»ve 
scientific repertoire like his 
brother, but is far more 
aggressive and willing to 
break the rules... Captured 
the King of the Ring'" crown 
10 1994... Also uses the 
Sharpshooter move... 



YOU'RE 
STANDING, 
OPPONENT 
IS DOWN 



YOU'RE 
STANDING, 
OPPONENT 
IS RUNNING 



YOU'RE 
RUNNING, 
OPPONENT 
IS STANDING/ 
DOWN 



PUNCH/TAG 
TEAMMATE 



TRY TO 

GAIN 

CONTROL 



ELSOWDRDP/ 
SPLASH 



BACK 
BODYOROP 



DROPKiCK/ 
ELBOWROP 



LOCK UP/ PICK 
UP OR PUT DOWN 
RINB CHAIR lOUT- 
SIOE RING ONLY] 



FAU AWAY 
SLAM 



STOMP/ 
KNEEDROP 



SUPLEX TO 
PILEDRIVER / 
PDWERSUM 



TRY TO 

GAIN 

CONTROL 



PIN OR 
PULL UP 
OPPONENT 



RUN 



THROW INTO 
ROPES OR 
INTO/ OUT 
OF RING 



TRYTD 

GAIN 

CONTROL 



EYE GOUGE 

(ILLEGAL) 



ATOMIC 

DROP OR 

THROW 

our OF RING 



TRYTD 
.GAIN 
CONTROL 



RDliOFF 

(ONLY WHEN 

PINNING) 



DHDKEHOLD 

IILL£GAL] 



DOUBLE ARM 
BACKBREAKER 



TRYTD 

GAIN 

CONTROL 



ROLL OFF 

[ONLY WHEN 

PINNING) 



ATTRIBUTES: 



Speed .. 
Strength 
Stamina 
Weight . 




^v 



LEX LUGER" is an all-American 

mountain of muscle. . .This Atlanta, 

Georgia, native stands 6'5" and weighs 

265 pounds. . .A fbnner professional 

bodybuilder... His ring reperMre 

is strong on power moves 

sudi as the Ragdoll 

and fall away slam... 

Once bodyslammed the 

massive Yokozuna'" aboard 

the USS Inbvpid! 




YOUCOHTRM. 
'\f4 OPPSNENT 
M LOCK UP 



OPPDNEHT 
COHTROLS 
YOU IN 
LOCKUP 



.TBVTO 
, SAIN 
EOrflROL 



YOU'RE 
STANDIMG, 

DPPONEHT 
IS DOWN 



ELEOWORDP/ 
SPUSH 



YOU'RE 
STANDING, 
OPPOKENT 
IS RUNNING 



DROPKICK/ 
ELBDWDROP 



FALL AWAY 
SLAM 



STOMP' 
KNEEOROP 




SUPLEX 

TOPILEDRWER/ 
PDWERSLAM 



TRY TO. 

GAIN 

CONTROL 



PIN OH 
PULL UP 
OPPONEffl" 



rHROW INTO 
ROPES OR 
INTO/ OUT 

OF RING 



TRY TO 

GAIN 

CONTROL 



ATOMIC 

DROP OR 

THROW 

OUT OF RING 



TBVTO 

GAIN 

COimtDL 



ROLL OFF 

<0NLY1rWEN 

PINNING) 



CHOmiOLD 
KLLEGAL) 



DGUSLEARM 
BACKBREAKER 



TRY TO 

GAIN 

CONTROL 



ROLL OFF 

(ONLY WHEN 

PINNING) 



AHRIBUTES: 

Speed 7 

Strength 7 

Stamina 7 

Weight 5 



LUNA VACHON" may lie the most bizarre ~ 
wwnan wrestler on the planet.. .This 5'5", 
135-pound lass claims she can match skills 
with any man in the sport. . . One side of h»- 
Shaved head is (Wrered with tat- 
toos — of human veins!. ..A bigh-ener- .. 
gy perpetualrmbbon ring style con- 
founds foes.. .Her hyperacthre shri^ng^ 
at ringside often lends moral support to' 
Bam BamBigetow"... Opponentssee 
nothing but daHoiess when she applies, ' 
her .tamed Luna Eclipse. 

n.[L.^-:^ CD 
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BDIH 

wREsruns 

STANDIMG 


PUNCH/TAG 
TEAMMATE 


kick 


LOCK UW PICK 
UP OR PUT DOWN 
RING CHAIH {OUT- 
SIDE RING ONLYI 


njN 


EYE GOUGE 
(ILLEGAL) 


CHOKEHOLD 
(ILLEGAL) 






YOU CONTROL 
OFPHIENT 
IN LOCK UP 


HEAD SLAM 


DDT 


BELLY TO 

BELLY 

SUPLEX/ 

POWERSLAM 


THROW INTO 
ROPES OR 
INTO/ OUT 
OF RING 


ATOMIC 

DROP OR 

THROW 

OUT OF RING 


DOUBLE ARM 
BACKBHEAKEB 






DPPOHEHI 
CONTUDLS 
YOU IN 
LOCK UP 


TRYTQ 

GAIN 

CONTROL 


BUST OUT 


TRY TO 

GAIN 

CONTnaL 


THY TO- 

GAIN 

CONTROL 


TRY TO 

GAIN 

COMTFLOL 


TRY TO 

GAIN 

CONTROL 






YOU'RE 

STANDING, 

OPPONENT 


ELBDWDROP/ 
SPLASH 


STOMP/ 
KNEEOROP 


PIN OR 
PULL UP 

OPPONENT 


Rim 


ROiiOFF 

,|3NLYWHEN 

PINNING] 


ROLL OFF 

(ONLY WHEN 

PINNINGI 












; 


YOU'RE 
STANDING, 
OPPONENT 
15 RUNNING 


HIP 
TOSS 


DROPKICK 


BOOT TO 
FACE 


RUN 










YOU'RE 
RUNNENC, 
OPPWIENT 
IS STANDING/ 
DOWN 


dropkick; 
elbowdrw 






RUN 










Speed . . 


ATTRIBUTES: 


8 


i 




Straigth 
Stamina 






i 




"..; t' r ' 


, ;- 










: 


> ■ . . 




!• 




SHAWN MICHAELS'" calls himsdf 
, : "the custom-made wrestler of the 

■90s".. .This egotistical mat tet^ntcian 
stands 6'1" tall and weighs 234 
pounds.. .Claims that he is "the sexiest man 
alive".. .IncredOily fast, agile, and 
knowledgeable... A fonner 
Worid WresUing Federation^ Inter- 
continental and Tag Team Champion.. . 
A master of suplexes, his own 
Slingshot Suplex Is 
rightly respected by all 
save the foolhardy. 




Bon 

WRESnERS 
CTANDIHG 


TEAMMATE 


KICK 


LOCK UP/ PICK 
UP OR PUT DOWN 
RING CHAIR (OUT- 
SIDE RING ONLY) 


HUN 


EVE GOUGE 
(ILIEGAl) 


CHOKEHOLD 
IlLLEGAU 


rOU CONTROL 

OPPONENT 
IN LOCK UP 


HEAD SUM 


FAUAWAY 
SLAM 


VERTICAL 

SUPLEX/ 

POWERSLAM 


THROW INTO 
ROPES OR 
INTO/ OUT 
DFRING 


ATOMIC 

DROP OR 

THROW 

OUT OP RING 


OOUBLEARM 
BACKBREAKER 


OPPONEin 
CONTROLS 
YOU IN 

Lonc UP 


THY TO 

GAIN 

CONTROL 


BUST OUT 


TRY TO 

SAIN 

CONTROL 


TRY TO 

GAIN 

COffTROL 


TRY TO 

GAIN 

CONTROL 


TRY TO 

GAIN 

CONTROL 


YOU'RE 
LANDING, 
OPPONENT 
IS DOWN 


ELfiOWORDP/ 
SPLASH 


STOMP/ 
KNEEDROP 


PIN Oft 
PULL UP 
OPPONEm 


RUN 


ROLL OFF 

(ONLY WHEN 

PINNING) 


ROLL OFF 

(ONLY WHEN 

PINNING) 


YOU'RE 
STANOING, 
OPPONENT 
IS RUNNING 


GACK 
BODVDROP 


DROPKICK 


CLOTHESLINE 


RUN 






YOU'RE 


DRDPKICK/ 
ELBOWORDP 






RUN 






OPPONENT 
IS STANOING/ 




ATTR 


IBUTE5: 






StrengUi 
Stamina 
Weight . 






.8 








»— ■ ■■ 


f 
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7 



RAZOR RAMON"- is the seff-proclalmed "bad 
guy" and "master of maddsmo"... 1 

A: native of Cuba byway of Miami; 
norida, Ramon stands 6'7" and weighs 
ill at 287 pounds.. ^Almost never seien *' 
without a toothpick jutting from 
tiieside of hls^moutti...His brutal 
finishinjg maneuver is known 
as "The Razors Edge"... 
As cocky and egotistical as 
he is taleiited.* 





BOTH 

WRESTLERS 

STANOING 



YDU COHinOL 

OPPONQIT 
IN LOCK UP 



OPPONENT 
COHTRIRS 

Youm 

LOCK UP 



YOU'RE 
ETAHOING. 
OPPONENT 
IS DOWN 

YOU'RE 
STANOING, 
OPPONENT 
IS RUNNING 

YOU'RE 
RUNNING, 
DPPOHENI 
IS STANOING/ 
DOWN 



TRY TO 

GAIN 

CONTROL 



ELBOWOnOP/ 
SPLASH 



BACK 
SOOYDROP 



DRWKICft 
ELROWDROP 



FALL AWAY 
SLAM 



STOMP/ 
KNEE)ROP 



BELLY TO 

BELLY 

SUPLEK/ 

PCWEHSIAM 



TRY TO 

GAIN 

CONTROL 



PIN OR ' 
PULIUP 
OPPONENT 



THROW INTO 
R(»>ESOR 

INTO/ our 

OF RING 



TRY TO . 

GAIN 

CIMRDL 



ATOMIC 

DROP OR 

THROW 

OUT 01^ RING 



TRY TO 

GAIN 

CONTROl 



ROLL OFF 

lONLY WHEN 

PINNING) 



DOUBLE ARM 
BACKBREAKER 



TRY TO 

GAIN 

CONTROL 



ROLL OFF 

lONLV WHEN 

PINNrNG) 





" : THE UNDERTAKER ' is as myst«iaus as 

„ he is dangerous.. .Tills bizarre individual, 

urtio hails from Death Valley, stands 6'10" 

and weighs 328 pounds.. .Is managed by 

the equally macabre 

Paul Bearer... The urn carried by 

Paul Bearer seen^ to hold some 

mysterious power over 

Undertaker... His 

finishing maneuver is 

apprapriatelyknoum as the 

Tomibsnuie Piledrhrer. 



PUNCH/TAG 
TEAMMATE 



TRY TO 
CONTROL 



ELBOWDHOP/ 
SPLASH 



STOMP/ 
KNEEDRDP 



BACK 
BODYDROP 



DROPKICK/ 
ELBOWDROP 



TRY TO 

GAIN 

CONTROL 



PIN OR 
PULL UP 
OPPONENT 



BOOT TO 
FACE 



THY TO 

GAIN 

CONTROL 



EYE GOUGE 
(ILLEGAL) 



ATOMIC 

DflOP OR 

THRDini 

OUT OF RING 



TRY TO 

GAIN 

COimiOL. 



ROLL OFF 

(ONLY WHEN 

PINNING) 



CHCKEHOLD 

(ILLEGAL) 



DOUBLE Hm 
BACKBREAKER 



TRY TO 

GAIN 

CONTROL 



ROLLOPF 

(ONLY WHEN 

PINNING) 



ATTRIBUTES: 

Speed .3 

Strength .7 

Stamina .9 

Weight .7 



YOKOSJHA'' Is one of the most massive 

competitors in Hie World Wrestling 

Federation''...He stands 6'4" and 
' weighs in at an incredible 568 
. pounds.. .A native Polynesian, this 

enormous grappler traveled to Jaiian, 
< udiere he received extensive 

training in sumo wrestling... 

A two-time World Wrestiing 

Federation* Champion ... 

Beware of his Banzai Drop!... 

Managed bylillr. Fuji. 




YOU COHIROL 
OPPONENT 
IN LOCK UP 





PUNCH/TAG 
TEAMMATE 



TRY TO 

GAIN 

CONTROl. 



ELBDIWDROP/ 
SPLAai 



DROPKICK/ 
ELBOWDROP 



STOMP/ 
KNEEDRDP 



LOCKUP/ PICK 
UP OR PUT DOWN 
RING CHAIR (OUT- 
SIDE BING ONLY) 



TRY TO 

GAIN 

CONTROL 



PIN OR 
PULL UP 
OPPONENT 



THROW INTO 
ROPES OR 
INTO/ OUT 
OF RING 



TRY TO 

GAIN 

CONTROL 



EYE GOUGE 
(ILLEGAL) 



ATOMIC 

DROP OR 

THRDIni 

OUT OF RING 



TRY TO 

GAIN 

CONTROL 



ROLL OFF 

(ONLY WHEN 

PINNING) 



CHOKEHOLD 
(ILLEGAL) 



DOURLEARM 
BACt^REAKER 



TRYTD 

GAIN 

CONTROL 



ROLL OFF 

(ONLY WHEN 

PINNING) 



AnRIBlTTES: 

speed , A 

Strength 6 

Stamina .6 

WeigM 10 



YwkmwIbenaBieSjyoatmwthemves — K^areymmi&Mfor?! SB 
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r 


SPECIAL 


Moves 




f 


WRESTLER 


MOVE 


SITUATION 






1-2-3 KID™ 


MOONSAULT 


After staggering an opponent, 

climb ropes and press the 

A and 8 BIHTONS 




BAM BAM BIGELO»r 


HEAD-BUnOFF 
TOP ROPE 


When opponent is lying near upper 

hjmbuckles, climb hjmbuckles and 

presstheAandBBUnONS 




DIESEL™ 


JACKKNIFE 


When opponent is low on energy, 

engage in a lock up and press 

the A and B BUTTONS 




DOINir 


WHOOPEE CUSHION 


When opponent is lying neai upper 
turnbuckles, climb turnbuckles 
and press the A and B BUTTONS 


> 


BRET'Hit Man-'HART* 


SHARPSHOOTER 


When opponent is lying on mat and 

low on energy, walk to opponent's 

feet and press the A and B BUTTONS 




OVTCN HART" 


SHARPSHOOTER 


When opponent is lying on mat and 

low on energy, walk to opponent's 

feet and press the A and B BUTTONS 




LEX LUGER"' 


RUNNING FOREARM 


Out of a lock up, press Hie 
AandBBUTTOHS 




LUNAVACHOH'* 


LUNA ECUPSE 


When opponent is lying near upper 

turnbuckles, climb tumbuckle while 

pressing the A and B BUTTONS 


1 


SHAWN MICHAELS™ 


SUNGSHOT SUPLEX 


After staggering an opponent, move 

b^ind opponent, then press 

tlieAandBBUnONS 




RAZOR RAMOrr" 


RAZOR'S EDGE 


When opponent is low on energy, 

engage in a lock up and press 

the A and B BUnONS 




UNDERTAKER'" 


TOMBSTONE PILEDRIVER 


When opponent is low on energy, 

engage in a lock up and 
press the A and B BUTTONS 




YOKOZUNA'" 


BANZAI DROP 


When opponent is lying near an upper 

tumbuckle, climb Die tumbuckle while 

pressing the A and B BUTTONS 







»i 



MEGA MOVES 




WRESTLER 



1-2-3 NO" 



BAM BAM BIGELOW™ 



DIESEL" 



DOINtr 



BRET'Hit Man"KART™ 



OWEN HART™ 



MOVE 



Tumbuckle 

to Tumbuckle 

Jump 



Torpedo 



Caber Toss 



Held Goal Kick 



Butt Rip off 
Tumbuckle 



Whirling Dervish 



L£X LUGER" 



LUHAVACHON" 



SHAWN MICHAELS- 



RAZOR RAMON" 



UNDERTAKER" 



YOKOZUHA" 



Super Punch 



Propeller Splash 



WHEN YOUR OPPONENT IS 
WEAKENED AND 



SmiATION 



1-2-3 Kid is on 
tumbuckle, opponent 

is lying down In 
the ring wittiin range 



Opponent is 
standing in ring 



Both wrestlers are in the 

ring, opponent is stunned 

facing large side of ring and 

Diesel is behind opponent 



Both wrestlers are in 
the ring, opponent 

is stunned and Ooink 
is behind opponent 



Bret is on hjmbuckle, 
opponent is lying down 
in the ring within range 



Weakened opponent 

is standing in 

in the ring 



Both wrestlers in ring, 
opponent standing 

within punch range 



Super Oroptdck 



Back Flip 

Elbowdrop 



Running 
Clothesline 



Cannontiall off 
TumbucUe 



Opponent is lying 
down in ring in range 
below Luna Vachon 



Both wrestlers in ring, 
opponent standing 
within kick range 



Opponent is lying 
down in ring in range 
above Razor Ramon 



Opponent is 
standing in ring 



Yokozuna is on the 

tumbuckle, opponent 

is in the ring 



COHTHOLS 



UP, UP, 
UP, then 

A, B or C 



UP, DOWN, 

AWAY, 
then A 



DOWN, 
DOWN, 
RIGHT, 
thenB 



LEFT, 
LEFT, 
LER, 
thenC 



RIGHT, 

RIGHT, UP 

thenB 



UP, RIGHT, 

DOWN, 
then A 



UP, UP, 

DOWN, 
thenB 



LEFT, DOWN 
DOWN, 
thenB 



DOWN, 

RIGHT, RIGHT, 

thenC 



LEFT, LEFT, 
RIGHT, 

thenB 



LEFT, 
RIGHT, RIGHT, 

then A 



DOWN, DOWN, 

DOWN, 
then A, B or C 
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W SUPERSTARS 
SHOW YOU HOW TO 
BEAT YOUR FRIENDS! 




EXCLUSIVE SECRET CODES AND STRATEGIES 
Revealed by the "^ SuperStars! 

Learn how to unlock the ultimate wrestling power 
and PLAY TO WIN...ONLY ON THIS VIDH)] 

To order by mail use coupon beiow and send to: A & H VIDEO SALES 

P.O. Box 1311, Fairfield, N J 07007-1 31 1 ,a.Mjm.'«!MTo Order by phone using Visa 

or IVIastercard call, (201 )808-1 81 Smi. te.(*mffl/; or Fax us your order:(201 )575-1 272 

ASK ABOUT 2nd DA Y DELIVERY! imcmy. ntscio^^i om 



Please send copies of W.. RAW STRATEGIES & SECRETS 

THE VIDEO GUIDE (Ca[.#WS932] $14.95 (U.S.) $17.95 (CAN.)* 
^^ O Check or lUloney Order: I've enclosed the total cost plus $5.00 postage and 
:^ handling per order. Make Checks payable to: A & H VIDEO SALES 

G Visa n Mastercard Acct,# Exp. Date, — 

"1 Name 



Address - 
Clty- 



" Signature- 



-State- 



-Phone I 



-Zip- 



-Apt.#- 



■ Canada resdertsoOd 7^ GSTi Oilsno residents rnisi Include an additoial 3% prmincul sales lai NV tasslstils pease add applicable seles m. 
IVe can only ship video cBSedes io Ihe US end Canade m™ 7-10 dajstodellMiy. It paying by ofiKkato 34 maks for delivery. 




Acclaim Entertainment, Inc. 
LIMITED WARRANTY 

Acclaim Entertainment, Inc. warrants to ttie original purchaser only of this 
Acclaim software product that the medium on which tliis computer program is 
recorded is free from defects in materials and workmanship for a period of nine- 
ty (90) days from the date of purchase. This Acclaim software program is sold ' 
"as is," without express or implied warranty of any kind, and Acclaim is not 
liable for any losses or damages of any kind resulting from use of this program. 
Acclaim agrees for a period of ninety (90) days to either repair or replace, at its 
option, free of charge, any Acclaim software product, postage paid with proof of 
date of purchase, at its Factory Service Center. Replacement of the carfridge, 
free of charge to the original purchaser (except for the cost of refrjming the car- . 
fridge) is the full extent of our liatiilily. 

This warranty is not applicable to normal wear and tear. This warranty shall not ■ 
be applicable and shall be void if defect in the Acclaim software product has '< 
arisen through abuse, unreasonable use, mistreatment or neglect. THIS Vi/AR- ' 
RANTY IS IN LIEU OF ALL OTHER WARRANTIES ANB NO OTHER REPRESENTA- ■ 
TIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE 
ACCLAIM, ANY IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE PROD- 
UCT INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PAR- 
TICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED 
ABOVE. IN NO EVENT WILL ACCUMM BE LIABLE FOR ANY SPECIAL INCIDENTAL 
OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR MAL- 
FUNCTION OF THIS ACCLAIM SOFTWARE PRODUCT. 

Some states do not allow limitations as to how long an implied warranty lasts 
and/or exclusions or limitations of incidental or consequential damages so the 
above limitations and/or exclusions of liability may not apply to you. This warran- 
ty gives you specific rights, and you may also have other rights which vary from 
state to state. 

This warranty shall not be applicable to t!ie extent friat any provision of this 
warranty is prohibited by any federal, state or municipal law which cannot be 
pre-empted. 

Repairs / Service After Expiration of Warranty - If your cartridge requires 
repair after expiration of the 90-day Limited Wan-anty Period, you may contact 
the Consumer Service Department at the number listed below. You will be 
advised of the estimated cost of repair and the shipping instructions. 

Acclaim Hotline/Consumer Service Dept. 
(516)656-2000 

Marketed by Acclaim. Distributed by Acclaim Distribution, Inc. 
One Acclaim Plaza, Glen Cove, NY 11542-2708 

®Wo1ci Wrestling Federation and Hs logos ate regisleretl traflemarlw of TitanSpoils, inc. All dtsllncive ctiatactet 
namesand likenesses 31^ tradBtnarksotTiianEports, Inc.© 1994 TItanSporls, Inc. Aiitlglilsfesereed. Licensed 
liirougn Sega Enierprises, Ltd. SoUware develuped by Sculntured Sofiwara, Inr;. ine NBA* JAM"T.E,'" and Individ- 
ual HBA Team iOetitFtications Lised on or in mis produci are trademarts, tDOpyrignted designs and other forms ol 
intellEClual property ol NBA Properties. Inc. and the respeclive Teams and may not ba used, in wliote or in part 
without Itie prior written corsentof UBA I'roperties, inc. © 1995 NBA Properties, liic. All rIglitS' reserved. Coin- 
Operaled Video Game Software 1994 Home Version Sub-Licensed (torn Midn/ay ® Manufaoinring Company By 
Acclaim Entertain meni, Ire. All rights reserved. Acclaim is a division and registered trademarif of Acclaim 
Entertainment, Inc, © 1995 Acclaim Entertainment, Inc. All Rlgtits Resen/ed, 

Patents: U.S. #'s 4,442,486/4,454,594/4,462,076; Europe # 80244; 
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